INTRODUCTION

Space Shuttles Atlantis and Discovery
NASA interest in cockpit displays and controls
• The ability of pilots and astronauts to quickly and reliably acquire information from complex cockpit displays is crucial for safe flight.
• Computational models of human visual search will enable the design of more efficient and effective human-centered interfaces that take into account perceptual/cognitive capabilities and limitations.
Stimuli
• Target and decoy were odd-symmetric spatial Gabors (spatial frequency: 3.3 c/deg, σ: 0.3 deg)
• All combinations of target and decoy contrasts (at 0, 6, 12, 18, and 24%)
• Target and decoy orientations were perpendicular
• White noise background (mean luminance18 cd/m 2 , rms contrast 26%)
• Six element evenly spaced locations (size: 1.1 x 1.1 deg; eccentricity: 6 deg)
• Target contrast and orientation were fixed and decoy contrast was randomized in each run
METHODS
• Eye-tracker temporal resolution was 4 ms and spatial resolution was 0.1deg 
RESULTS
Decoy response similar, but weaker than that to target Saccades to target decrease as decoy contrast increases
• Data from both observers most consistent with a mixed model
• Saccades to decoys (Oculomotor Capture) increased with decoy contrast even at high decoy contrast, despite the increased ideal observer target-decoy discriminability, indicating that bottomup mechanisms play a dominant role. • To what extent is human search drawn automatically to salient objects, regardless of how well matched they are to the target? (Bottom-up model)
MODEL PREDICTIONS
• We examined these issues by measuring human saccadic eye movements in a visual search for a target of known orientation in the presence of a perpendicular decoy.
QUESTION
Decoy Target
